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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES 


i’ WARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 


¢ Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 


¢ Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


\ WARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions to 
avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 
* Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 
* Take a 10 to 15 minute break every hour, even if you don't think you need it. 
* If your hands, wrists or arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 
* If you continue to have sore hands, wrists or arms or eyes during or after play, stop 
playing and see a doctor. 


\ WARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries 
may make popping sounds. 

To avoid battery leakage: 

* Do not mix used and new batteries (replace all batteries at the same time). 

* Do not mix alkaline and carbon zinc batteries. 

* Do not mix different brands of batteries. 

* Do not use nickel cadmium batteries. 

* Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

* Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

* Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

¢ Do not recharge the batteries. 

* Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

* Do not dispose of batteries in a fire. 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 

accessories, games 

and related 

products. 


Nintendo does not license the sale or use of products 
without the Official Nintendo Seal 


EVERYONE 
® 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 


2 


THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY® ADVANCE, 
GAME BOY MICRO AND NINTENDO DS VIDEO GAME SYSTEMS. 


Important Legal Information 


Copying of any video game for any Nintendo system is 

illegal and is strictly prohibited by domestic and international intellectual 
property laws. “Back-up"or “archival” copies are not authorized and are 
not necessary to protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized copying 
device or any unlicensed accessory. Use of any such device will invalidate 
your Nintendo product warranty. Nintendo (and/or any Nintendo licensee or 
distributor) is not responsible for any damage or loss caused by the use of 
any such device. If use of such device causes your game to stop operating, 
disconnect the device carefully to avoid damage and resume normal game- 
play. If your game ceases to operate and you have no device attached to it, 
please contact the game publisher's "Technical Support’ or "Customer 
Service" department. 


The contents of this notice do not interfere with your statutory rights. This 
booklet and other printed materials accompanying this game are protected 
by domestic and international intellectual property laws. 


Rev-D (L) 
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The Puzzle Craze Sweeping the Nation 

Global Star Sudoku Fever is fun, challenging and highly addictive. 
Join the millions already hooked on the puzzle logic game you 
won't be able to put down. Catch the fever today! 


Getting Started 


Move up and down the main 
screen using the +Control Pad — 
and select a puzzle type using © 
_ the A Button. ; 
_ Then select a difficulty level 
~~ using the A Button. 


R Button 


+Control Pad 


(START 


To move around the grid: Use the +Control Pad in the direction 
you would like to go. 


To access drop down menus: Press START 
To make a selection in the drop down menus: A Button 
To select an empty square: B Button 


To select a character (numbers, letters or symbols) to insert 
into grid: A Button 


To remove a character: B Button 
Turn Pencil Marks feature on/off: L Button 


Turn Error Highlight feature on/off: R Button 


How To Play 


In Classic 9x9 Sudoku, the objective is to fill in each row, column 
and 3x3 box with the numbers 1 through 9, without repetition. 
There is no math involved; only logic. 


Sudoku Eight, Sudoku Mini and Sudoku Junior are simply smaller 
versions using numbers 1 through 8, 6 and 4, respectively. 


When solving the puzzle, move around the main grid using the 
+Control Pad. Select an empty square and press the A Button to 
move to the smaller Number Selection Panel, where you will select 
your input number. Move around the numbers with +Control Pad 
and select one with the A Button. The number will appear in your 
pre-selected square on the main grid. 


If you wish to return to the main grid without selecting a number, 
press the B Button. Also use the B Button to delete a number from 


Selection Panel 


Used Count tells you 
how many of each num- 
ber is so far revealed on 
the grid. Classic Sudoku 
has 9 of each number; 
Sudoku Eight has 8 of 
each number; Sudoku 
Mini has 6 of each num- 
ber and Sudoku Junior 
has 4. 
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(A)Select (@)Delete START Menu 


Drop Down Menus 
Press Start to access the drop down menus for the following functions: 


GAME MENU 
| Game | Options Preferences Reset Puzzle: All inputs will 
Reset Puzzle be cleared and you will 


Undo return to the original grid. 
Redo 


Solve Puzzle 


Undo: Removes the last 
character placed. 


Reveal Square 
Quit Redo: Puts back the last 


character you removed. 


Solve Puzzle: Fills in all the 
answers. 


Reveal Square: Fills in selected square with correct answer. 
(Good to use if you are stuck and want a little help.) 


Quit: Ends current puzzle and takes you back to the list of puzzle types. 


A)Select START Exit Menu 


OPTIONS MENU 


Game Preferences Save: Press the A Button to save 
il your current game. 
Music On " eel 
Stx On One version of each difficulty of 
Hew To Play each Sudoku game type can be 


saved. The saved games are list- 
ed on the Select Difficulty screen 
for each Sudoku game type. 


A)Select START Exit Menu 


For example - if you save a Classic Sudoku i Mey ” 
on Easy difficulty, then the save will be stond , 
listed as “Easy — Saved Game” on the Extreme 


FF; ; Easy - Saved Game 
Select Difficulty screen for Classic. Medea“ Gaiid Genie: 20% 


To access a saved game, go to the main (A)Select (8) Back 
screen and select your game type. When ~ 
you reach the Select Difficulty screen, scroll down the list until you 
find the appropriate saved game. 


Music: Switches background music on and off. 
Sfx: Switches sound effects on and off. 


How to play: Provides basic instructions. Change the page using 
the L and R Buttons. 


PREFERENCES MENU 
Game Options Pencil Marks: For 
Pencil Marks = On whichever square you P 
Character Select have selected on the 
Error Highlight On ae) main grid, you will be 
Background shown the number possi- 
lett bilities for that square. If 
there is only one option, 
then it’s the right answer 
and you can enter it on 
A)Select START Exit Menu the square by selecting it 
on the Number Selection Panel. Having Pencil Marks selected all 
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the time offers less of a challenge, so you may want to use this fea- 
ture only to get started, or on the more difficult puzzles. 


Character Select: You can select to play with letters or symbols 
instead of numbers. 


Error Highlight: Alerts you every time you insert a wrong 
character. 


Background: Choose a background for the puzzle screen (ex: 
Tropical). 


Sudoku Solver 


Use this handy feature to enter the numbers from any puzzle pub- 
lished in a newspaper, magazine, book or other source to check 
the solution or solve the puzzle on screen. Enter the given num- 
bers in the way described under How To Play. 


While using Sudoku Solver you can not utilize Save, Undo, Redo or 
Reveal Square features. 
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Game-Play Hints 


Diagrams A and B show techniques to start solving Sudoku 
Puzzles. Diagram A is an example of Sudoku Classic, but you may 
prefer to start with a smaller puzzle. The principles are the same. 


Note: when we say ‘square’ we mean an individual cell on the grid. 


Splitting the grid into manageable bites 

Remember, to solve a Sudoku Classic puzzle, each row, each col- 
umn and each 3 x 3 box must contain the numbers 1 - 9, without 
repetition. It helps to mentally split the grid into thirds, i.e., three 
blocks of three rows or three blocks of three columns, and work 
logically through each third, remembering that each number 
can only be used once in each row, column and box. Then try 
the other direction. 
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Diagram A 


In Diagram A , we can 
quickly see that the 6 for 
the top left 3 x 3 box must 
be in the second row. By 
then checking with columns 
1,2 and 3 we can see there 
is only one possible square 
for it. Looking further 
down the puzzle, there are 
two possible squares for 6 
in the middle right box. 
This should be left for now 
until there are further clues 
to specify which square is 
the correct one. 
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Looking at each 3 x 3 box as a standalone unit 

Look at a 3 x 3 box with a small number of empty squares. Ask 
yourself which numbers still need to go in the box. Then look for 
where they could go by checking the longer rows and columns. 


Single numbers 

The Sudoku Junior example in Diagram B shows a single number 3 
pencil marked in the top row, third column square. This means 3 
definitely belongs in that square, and therefore leaves only a 2 in 
the square to the right of it, and 1 three squares below it. There 
are other single numbers in this puzzle, too, which quickly lead to 
the full solution. 
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Diagram B 


As you progress you may find your own 


Have fun with Global Star Sudoku Fever™ !!! 


additional strategies to solve the puzzles. 
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TECH SUPPORT 


If you have a technical problem please contact us via e-mail: tech@globalstarsoftware.com 
For Frequently Asked Questions: www.globalstarsoftware.com/support 


Warranty 


GLOBAL STAR SOFTWARE, INC., A DIVISION OF TAKE-TWO INTERACTIVE SOFTWARE, INC., WARRANTS TO THE PURCHASER ONLY THAT THE GAME PAK 
PROVIDED WITH THIS MANUAL AND THE SOFTWARE PROGRAM CODED ON IT WILL PERFORM IN ACCORDANCE WITH THE DESCRIPTION IN THIS MAN- 
UAL WHEN USED WITH THE SPECIFIED EQUIPMENT, FOR A PERIOD OF 90 DAYS FROM THE DATE OF PURCHASE. IF THIS PROGRAM IS FOUND TO BE 
DEFECTIVE WITHIN 90 DAYS OF PURCHASE, IT WILL BE REPLACED. SIMPLY RETURN THE GAMEPAK TO GLOBALSTARSOFTWARE, INC. OR ITS AUTHO- 
RIZED DEALER ALONG WITH A DATED PROOF OF PURCHASE. REPLACEMENT OF THE GAME PAK, FREE OF CHARGE TO THE ORIGINAL PURCHASER 
(EXCEPT FOR THE COST OF RETURNING THE GAME PAK) IS THE FULL EXTENT OF OUR LIABILITY.THIS WARRANTY IS IN LIEU OF ALL OTHER WAR- 
RANTIES, WHETHER ORAL OR WRITTEN, EXPRESSED OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION T0 90 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. GLOBALSTAR- 
SOFTWARE, INC. SHALL NOT BE LIABLE FOR INCIDENTAL AND/OR CONSEQUENTIAL DAMAGES FOR THE BREACH OF ANY EXPRESS OR IMPLIED WAR- 
RANTY INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY THE LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF GLOBALSTAR- 
SOFTWARE, INC.HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF ANY 
INCIDENTAL OR CONSEQUENTIAL DAMAGES OR LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATIONS OR EXCLU- 
SIONS MAY NOT APPLY TO YOU. THIS WARRANTY SHALL NOT BE APPLICABLE TO THE EXTENT THAT ANY PROVISION OF THIS WARRANTY IS PROHIB- 
ITED BY ANY FEDERAL, STATE, OR MUNICIPAL LAW, WHICH CANNOT BE PREEMPTED. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS AND YOU 
MAY ALSO HAVE OTHER RIGHTS, WHICH MAY VARY FROM STATE TO STATE.YOU MAY NOT REPRODUCE, PREPARE DERIVATIVE WORKS BASED ON, DIS- 
TRIBUTE COPIES OF, OFFER FOR SALE, SELL, TRANSFER OWNERSHIP OF, RENT, LEASE, OR LEND TO OTHERS THE PROGRAM OR ACCOMPANYING DOCU- 
MENTATION, OR ANY PORTION OR COMPONENT OF THE PROGRAM OR ACCOMPANYING DOCUMENTATION; PROVIDED, HOWEVER, THAT YOU MAY 
TRANSFER THE ENTIRE PROGRAM AND ACCOMPANYING DOCUMENTATION ON A PERMANENT BASIS AS LONG AS YOU RETAIN NO COPIES (INCLUD- 
ING ARCHIVAL OR BACKUP COPIES) OF THE PROGRAM, ACCOMPANYING DOCUMENTATION, OR ANY PORTION OR COMPONENT OF THE PROGRAM OR 
ACCOMPANYING DOCUMENTATION, AND THE RECIPIENT AGREES TO THE TERMS OF THE AGREEMENT. FURTHER, YOU MAY NOT MODIFY, REVERSE 
ENGINEER, DISASSEMBLE,DECOMPILE OR TRANSLATE THE PROGRAM OR ACCOMPANYING DOCUMENTATION, OR ANY PORTION OR COMPONENT OF 
THE PROGRAM OR ACCOMPANYING DOCUMENTATION, NOR MAY YOU MAKE ANY COPIES OF THE PROGRAM MODULES FOR USE WITH OTHER PRO- 
GRAMS. THIS PROGRAM IS INTENDED FOR PRIVATE USE ONLY. 


GLOBAL STAR SOFTWARE, INC., 575 BROADWAY, NEW YORK, NY 10012 


© 2005 Take-Two Interactive Software, Inc. Global Star Sudoku Fever is a trademark of Global Star Software. Global Star Software, Inc. is a whol- 

ly owned subsidiary of Take-Two Interactive Software, Inc. Global Star Software, the Global Star logo, Take-Two Interactive Software and the A 

Take2 Company logo are all trademarks of Take-Two Interactive Software, Inc, GBA version published under license by Global Star Software, Inc. 

All rights reserved. Designed and developed by Nithbridge Ltd, t/a puzzle.tv. Copyright 2005. All rights reserved. 17 
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